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_ More power, | think. | could do 
_ Some pushing. 


Why The Doctor might win. 


OR. J.:/ think that in terms ot 
quickness, | have alittle better 
Lote} & o)-{-Y0 h tp l-14) Larry. A little 
more extension. And if you're 
looking for daylight, the daylight 
will be found. 












207Areyousure? 

ARRY: When you get the flow. 

going, you're going tocome 

down and stop 20 feet shortof 

_where you might normally shoot, - 

because you know you're going 

Be (oNe[-} a] em Lo) wits going in. 

me should reflect this, 

te Why Larry might lose. 
LARRY: Listen. He's flashier 

ira aninaanad. Detinitely: Look at those finger 
Ek heh hae Tolls and spins and reverses in 

f mid-air. 





a a Why The Doctor might lose. | 
DR, Ji: Rebounding. Larry isa 








You are getting sleepy, 






LARRY: What you needs alittle ss 
bar graph off to the side, so that _ 
when your player starts to get 





tired, you can see it. You can tell. 


You can slow it down 
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Comment on dunking from the best 
in the business. 


DR. J.: There's nothing 

like a great dunk, | think you 
should program itso that if 
you've got the ball on a breakaway 
and you don’t dunk it in, there's 
a chance you'll get it swatted 
away from behind. 


Comment on passing from the best 
in the business. 

LARRY: /n one-on-one, there isn't 
any. That's really too bad. 

Thank You. Buy this man a beer. 


LARRY; This thing's going to be 
great, Youcangeta couple guys, 
sit down and practice a while, 


‘then play with the kind of moves 


and.shots we really use. That's 
something. 





One kind of mental approach. 


LARRY: / do whatever | have to 
do to get it done. 


Another kind of mental approach. 


DR. J.: | could play ten games of 
one-on-one against Godzilla and 
! feel l'd win most of them. 
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PROGRAMMER ERIC HAMMOND. ANO FRIENDS. 
An enthusiastic basketball fan since birth, 
Eric last year hatched an incredibly 
elaborate scheme to personally meet and 
work with his two favorite basketball 
players on earth, The scheme was the 
conception of this game, the programming 
of which led Eric through hundreds of 
game films, stacks of action photos, and— 
most importantly—hours of time with his 
idols. He has recently returned to 
normalcy at his home in Vista, California, 
where he’s happy to be working on jumpers 
out in his driveway again instead of in 

front of acomputer terminal. 
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THINKING ABOUT OFFENSE 



















FROM THE DESIGN SESSIONS 


Dr. J.. “The offensive player should always take the advantage of being the initiator.’ 


Bird: “‘I’d rather shoot from a set position any day than have to get off a quick jumper. 
There's so much that can go wrong on 4 quick one. You start out and your balance isn’t right, 
or you think you're closer to the basket than you really are, or fatigue comes in and keeps 

you from getting all the arch you need, ... Let me set up and my percentage goes way up.” 


Dr. J: "Try to fake the other guy off his feet. If you go up while he’s coming down, he’ll prob- 
ably foul you. That’s how you get the three point play.” 


Bird: “| just do whatever | need to get the shot off — like sometimes a little step back off a 
drive so | can get my jump shot. Doctor, he’s more of a flashy-type player. He comes on with 
a lot of finger rolls and spins. Mine's usually a jumpshot or maybe a left or right handed 
hook.” (Designer's note from Eric Hammond: “‘| sure wish | could’ve gotten hooks into the 


game. See me in a megabyte, and | can do it.’’) 


Dr. J: “If your opponent is hot on your heels, you've got to be willing to switch hands com- 
ing in even if it means shooting with your weaker hand. You'll sacrifice maybe a little bit on 
your shooting percentage, but you'll get that back and more by using the basket and your 


body to protect against the block.” 






Bird: “When you're cold, when nothing's falling for you, you've got to move inside. Go for the Chai eat Wee fines ay, ot eee ee Sanyo: 
percentages. Shoot your pet shot. Get it going again from someplace where you can’t miss.”’ sa, Which pst | use ‘to ty oe Re Teens See ee Pe ee 
loses ake it home off the drive depends on you. I'll invent what | need,” 
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JULIUS ERVING AND L. 
GO ONE ON ONE 


To Start: Insert the disk 


To Leave Demo: Press 





To Choose. Same Opt 
4. Move the joystick up an 
the highlight from opt 
to select the highligh! 





to move 


2. Move the joystic 
to move from opt 
been selected; press 


n to © 
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For information about } 
album 


manual (inside the front 


your Apple 


keyboard, see the inside of this 





erratically) 
To Call Time Out press fil 
IMPORTANT: Each time y‘ 


- fd. the program | 


ne disk in the drive as 
troke controls, 


leave t 
information and keys 
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card 


$ Press 
recover if the 


‘ou begin a new ga! 
looks for the di 


you play. Fora 
inside of this card 
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